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Designing and Evaluating Sociability in 
Online Video Games
Abstract 
The emergence of Online Video Games has led to new 
ways of socializing with friends. Nowadays a good 
online game is also associated with the pleasure of 
socializing and interaction with other players. One 
cannot play such a game solitarily in a meaningful 
sense without interacting with the other players. 
However, there are still no integrated ways of designing 
and evaluating the inherent sociability of online video 
games, nor are there methods or guidelines for 
designing and evaluating social user experiences. 
Designers of online video games are often left to use 
their intuition and experience, many times leading to 
design failures [1].  
This workshop aims to further the understanding of 
designing for sociability and evaluating such designs for 
online video games. The goal is to exact a framework 
for the design of sociability structures in online games, 
and identify methods of effective evaluation of those 
structures that are practical and can be applied in the 
industry. With the wide reach of online video games, 
the time is ripe to codify and integrate the methods 
that have been developed for designing and evaluating 
social player experiences. The results will then be 
turned into a methodological framework that enables 
online video game designers to select appropriately 
existing methods and tools to design and evaluate 
systematically the social player experience of their 
online computer game prototypes and products.  
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Motivation 
This workshop builds on a successful SIG that was held 
during CHI 2011 and that attracted about 30 people 
[2]. During this SIG, the point was raised that video 
game designers and developers do not have any tools 
that allow them to design and evaluate the sociability 
structures they place into their online games. This was 
identified as a major problem that requires a solution, 
as online video games are today more popular than 
email [4]. Since one of the major draws to these games 
is that they offer a new kind of “third-place” [5], a 
place where people can go and interact socially, which 
cannot be classified as home or work, tools that provide 
design guidelines for social structures and evaluate 
their power and efficacy are needed, so that designers 
can create structures that actually make a difference in 
the social dealings of their games’ players.  
The reality of designing social games is that our design 
knowledge is based on the functioning of online 
communities. Even though there have been several 
studies that examine the social structures in online 
video games, there have not yet been attempts to 
codify this knowledge, distill guidelines and principles, 
and create methods and frameworks that will allow 
professionals to create social games that are enhanced 
through the social experience rather than hindered. 
Seeing that trying to design for sociability may backfire 
[1, 3] we need to examine the ways in which online 
game design can affect sociability. And to examine how 
social structures embedded in social games affect the 
player experience we need to create metrics and 
methods for evaluating sociability structures and the 
social player experience. Otherwise, the social 
interaction becomes instrumental [4], which may drive 
players away from an online game. 
This workshop will focus on bringing together 
researchers and practitioners from various disciplines 
such as sociology, anthropology, computer science, 
human-computer interaction, psychology, computer-
mediated communication, and others, to discuss the 
methods for design and evaluation of sociability in 
online video games. Questions to be addressed include, 
but are not limited to, the following [7]: 
• How do games augment or change existing 
social relationships? 
• How do we design specifically for sociability? 
• How do we evaluate sociability structures in 
online games? 
• How do we leverage the sociability structures 
to create a “better” player experience?   
 
This workshop also aims to further the understanding of 
the challenges relating to measures of sociability and 
player experience that are specific to online video 
games and to identify effective practical responses to 
these challenges. 
Workshop Goals 
The overarching goal of this workshop is to bring 
together academics and professionals that design, 
study, and evaluate social games, to create a 
framework that will include principles and guidelines for 
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the design of social structures in online games, and 
metrics and methods for the evaluation of sociability 
structures and their impact on the player experience in 
online games. To achieve this, we propose the following 
sub-goals: first, to share experiences and practices, to 
create common understanding of particular methods of 
design and evaluation of social structures in online 
games. Once the methods and techniques are pooled 
together, recurrent themes will be identified and the 
beginnings of a framework that addresses these 
themes will be set. This leads to the second sub-goal: 
to set the basis for reaching a consensus on “best 
practices” for the design of social structures for online 
games. Third, evaluation methods and metrics will be 
pooled and their efficacy on the aforementioned social 
structures will be examined, to create a corpus of 
principles, methods, and metrics of the impact of the 
social structures on the player experience. Last, the 
resultant knowledge will be codified into a framework. 
Such a resultant framework will not only provide an 
industry standard, but will also allow the comparison of 
different designs to the social impact in different online 
video games. 
For these reasons, we invite submissions that will 
include, but are not limited to, the following themes: 
 Case studies of online game designs that have 
(not) succeeded in promoting sociability, with emphasis 
on their social structures. 
 Studies of designing social structures in online 
games. 
 Empirical studies on social structures in online 
games and their impact on the player experience. 
 Experimental studies of metrics, methods, and 
techniques that have been used to evaluate social 
structures in online games. 
 Conceptual frameworks that enable the evaluation 
of sociability in online video games.  
 Studies providing connections between player 
experience and sociability in online video games.  
The workshop will start with key presentations. The 
participants will then be divided into small groups, and 
guided by the key presentations, will be engaged in the 
following two activities: the first activity will be the 
examination of the case studies and experimental 
studies as above, and will try to distill certain design 
principles for social structures. The second activity will 
involve the analysis of conceptual frameworks, methods 
and metrics, and studies that enable the evaluation of 
the impact of social structures in games. During both 
activities the participants will also take into account 
how social structures impact player experience. The 
groups will then integrate their work, proposing design 
rules, principles, guidelines, methods and metrics as 
the basis of a framework that will provide an applied 
industrial standard towards the design and evaluation 
of social structures in online video games. 
The proposed framework will help online game 
designers to create designs that leverage social 
structures to enhance - and evaluate those structures 
as to their impact on - player experience. It will also 
help the GUR (Game User Research) community by 
providing a guide that describes how certain design 
features may affect the player experience of online 
games. 
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Participants and Expected Community 
Interest 
As this is a workshop based on a previous successful 
SIG [2] that attracted about 30 participants, we expect 
that the workshop will appeal to both researchers and 
professionals from the wider GUR community. A key 
goal of this workshop is to enhance and promote the 
collaboration between, and increase the awareness of, 
researchers and practitioners that work in the field of 
online game design. A number of workshops and 
journal special issues have been held in recent years, 
such as “Computer Games / Players / Game Cultures: 
State and Perspectives of Digital Game Studies” [5], 
“Methods for evaluating games: how to measure 
usability and user experience in games?” [6], “HCI 
issues in games” [7], “Game User Research” [8], and 
others.  These workshops and special issues have 
discussed issues of game design and player experience, 
but not from the perspective of computer mediated 
communication among game players and its impact on 
the player experience. We believe that it is now a good 
time to discuss and integrate the approaches taken to 
design the social interaction that players experience 
when playing online games, especially as more people 
are using these games as a social meeting place, and 
not only as a game.  Doing that will enable interested 
parties to collectively identify the specific approaches, 
tools, techniques and key problems that this new genre 
of games poses, as well as define guidelines for future 
solutions to these problems. 
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